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(57) ABSTRACT 

A gaming system, including a game outcome server, an 
account handling device and a client device communica 
tively coupled via network, is described. The game outcome 
server may be operable to send command, instructions, data 
or combinations thereof that alloW an interface for a Wager 
based game to be generated on the client device, generate a 
game outcome for the Wager-based game that is displayed on 
the client device and generate an update to a player balance 
maintained on the account handling device. The account 
handling device is operable to provide gaming services 
related to the game play on the client device including a) 
Web-site hosting Where the Web-site lists available gaming 
services including games provided by the game outcome 
server, b) accounting, 0) money handling including player 
account management and d) player eligibility functions. 
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INTERNET REMOTE GAME SERVER 

RELATED APPLICATION DATA 

[0001] The present application claims priority under 35 
USC 119(e) to US. Provisional Patent Application No. 
60/776,477, ?led on Feb. 24, 2006, naming Miltenberger, et 
al., as inventors, and titled “Intemet Remote Game Server,” 
which is incorporated herein by reference and for all pur 
poses. 

TECHNICAL FIELD 

[0002] The present invention relates generally to gaming 
devices and systems, and more speci?cally to remote game 
servers. 

BACKGROUND 

[0003] Casinos and other forms of gaming comprise a 
growing multi-billion dollar industry both domestically and 
abroad, with electronic and microprocessor based gaming 
machines being more popular than ever. A brick and mortar 
gaming entity that provides gaming services, via stand-alone 
casino-type machines, may control gaming devices that are 
globally distributed in many different types of establish 
ments. For example, gaming machines that are stand-alone 
units, may be placed in casinos, convenience stores, race 
tracks, supermarkets, bars and boats. 
[0004] Brick and mortar gaming establishments typically 
use electronic and microprocessor based gaming machines 
can include various hardware and software components to 
provide a wide variety of game types and game playing 
capabilities, with such hardware and software components 
being generally well known in the art. For example, bill 
validators, coin acceptors, card readers, keypads, buttons, 
levers, touch screens, displays, coin hoppers, player tracking 
units and the like are examples of hardware that can be 
coupled to a gaming machine. Software components can 
include, for example, boot and initialiZation routines, vari 
ous game play programs and subroutines, balance or credit, 
and payout routines, image and audio generation programs, 
security monitoring programs, authentication programs and 
a random number generator, among others. These software 
components are generally con?gured to provide these func 
tions for a single gaming machine and each gaming machine 
typically duplicates the functionality of the other gaming 
machine in a brick and mortar casino. 

[0005] In a typical, electronic and microprocessor based 
gaming machine operated by a brick and mortar casino, such 
as a slot machine, video poker machine, video keno machine 
or the like, a game play is initiated through a wager of 
money or credits that have been deposited directly into the 
gaming machine in some manner, whereupon the gaming 
machine determines a game outcome, presents the game 
outcome to the player and then potentially dispenses an 
award of some type, including a monetary award, depending 
upon the game outcome. In this instance, the gaming 
machine is operable to receive, store and dispense indicia of 
credit or cash as well as calculate a gaming outcome that 
could result in a large monetary award. The gaming machine 
is allowed to operate in this manner-because it is placed 
typically in location that is monitored (e.g., a casino), the 
gaming machine hardware and software components are 
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secured within a locked cabinet and the gaming machine 
includes a security system for detecting fraud or theft 
attempts. 
[0006] The functions available on a stand-alone, gaming 
machine may depend on whether the gaming machine is 
linked to other gaming devices. For instance, when con 
nected to other remote gaming devices, a gaming machine 
may provide progressive jackpots, player tracking and loy 
alty points programs, cashless gaming, and bonusing among 
other items. Many of these added components, features and 
programs can involve the implementation of various back 
end and/or networked systems, including more hardware 
and software elements, as is generally known. Nevertheless, 
the bulk of game play functionality on the gaming machine 
is provided via hardware and software located on the gaming 
machine. 
[0007] Traditionally, as described in the previous para 
graphs, casino-style gaming has been provided using self 
contained devices, where each machine contains all of the 
hardware and software required provide a gaming experi 
ence, including generating game outcomes, providing a 
presentation of the game outcome and handling monetary 
transactions. More recently, client-server system architec 
tures have been developed whereby one server can service 
the gaming requests, including game outcome generation, 
for multiple display devices. Although these client-server 
system architectures have applications in traditional brick 
and mortar gaming establishments, their major application 
so far has been in allowing the availability of casino-type 
gambling to expand via Internet based casinos. 
[0008] In a client-server system architecture, the capabili 
ties of the client and the tasks it is allowed to perform can 
vary depending on the location of the client. For instance, in 
a brick and mortar establishment, such as an Indian Casino, 
which are a secure location, slot-like gaming machines 
provide Class II games, such as bingo or lottery, where the 
gaming machines access a central server to obtain serialiZed, 
pre-determined outcomes. These clients are operable to 
provide money handling transactions and generate presen 
tation of the game outcome received from the server. These 
clients are very similar to the gaming machines traditionally 
used in brick and mortar gaming establishments and are 
often capable of providing local game outcome generation 
as well as receiving game outcomes from a remote server in 
the client server system architecture. Further, in a casino 
environment, a private and dedicated network is usually 
used to connect the client and server devices. 

[0009] As noted above, Intemet-based gaming is another 
example of a client-server system architecture and is an area 
where casino-style gaming is now being provided. In Inter 
net-based gaming, the player’s home computer or a mobile 
device, such as phone, contains the client software that 
interacts with a centraliZed online casino server. Since the 
client device is located in a non-secure environment, such as 
a player’s home, the client device is used to provide only an 
interface that allows the player to view the game presenta 
tion and provide inputs, such as wager amounts or game 
inputs, that allow a wager-based game to be played. 
[0010] In the example described in the preceding para 
graph, the individual gaming transactions, accounting, 
player tracking, game outcome generation are handled by 
one or more the Internet casino servers. Further, the Internet 
casino servers are con?gured to provide functions that are 
usually not that important for brick and mortar casinos, such 
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as player registration, Which involves allowing neW players 
to play games online, player account management, Which 
involves electronically tracking a balance of funds in a 
players’ account including transfers of funds in and out of 
the account, player veri?cation, Which involves determining 
Whether a player is eligible to play games based-upon such 
factors as their age, location or credit Worthiness and client 

softWare services, Which provides softWare needed by the 
client to interact With the online casino and/or generate a 
game outcome. The softWare that alloWs the individual game 

transactions, player registration, player account manage 
ment, player veri?cation, accounting, game outcome and 
client softWare services is usually provided as a single 
integrated package, often referred to as casino platform 
softWare. 

[0011] As compared to a brick and mortar gaming estab 
lishment, a gaming entity providing remote gaming services, 
such as an Intemet-based casino, may provide gaming 
services to tens of thousands of or even hundreds of thou 

sands of users/clients While a single land-based casino may 
include only thousands of gaming machines, Which prima 
rily operate as stand-alone devices. Further, an Intemet 
based casino interacts With clients that have hardWare, 
softWare and communication capabilities that are much 
more variable from client to client as compared to a brick 

and mortar establishment. In a brick and mortar establish 

ment, the gaming machines are much more homogenous and 
communications issues betWeen a server and client are more 

reliable. In addition, because the security of the client and its 
location can’t be relied upon, Intemet-based casinos provide 
a much higher level of functionality in regards to player 
monetary account management and additional functions not 
generally provided by the stand-alone gaming devices of 
brick and mortar establishments, such as player registration 
and player veri?cation. 

[0012] In general, the client functionality is much greater 
in brick and mortar casinos as compared to the client 
functionality in Internet gaming. As a result, the gaming 
architecture in a brick and mortar casino can be considered 

a mostly distributed computing architecture While in an 
Internet casino the computing architecture can be considered 
a more centraliZed computing architecture. The differences 

in scale, functionality and computing architecture betWeen 
brick and mortar casinos and Internet casinos lead to casino 
platform softWare packages executed on casino servers in 
Internet based gaming that are generally larger, more com 
plicated and integrated than the server-based softWare pack 
ages utiliZed in a brick and mortar gaming establishments. 

[0013] Player’s gaming interests are constantly changing 
and the effort associated With providing fresh content to 
users is quite costly. HoWever, most online casinos o?cer 
games solely developed by the company that provides their 
casino platform softWare and are unable to provide games 
developed by other softWare providers. The ability of a 
casino operator to maximize their operating pro?ts and keep 
their customers happy is directly linked to their ability to 
provide neW and desirable gaming content. In vieW of the 
above, it Would be desirable to provide gaming apparatus 
and method that reduce the costs associated With providing 
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neW gaming content, such as neW games, on gaming 
devices, such as remote gaming clients served by an Inter 
net-based casino server. 

SUMMARY 

[0014] The present invention addresses the need describe 
above by providing a gaming system including a game 
outcome server, a player management server and at least one 
gaming device communicatively coupled via a netWork. The 
game outcome server may be operable to doWnload a 
gaming application for a Wager-based game of chance to the 
gaming device, generate a game outcome for the game of 
chance that is displayed on the gaming device and provide 
information that alloWs a player’s account on the player 
management server to be updated. In a particular embodi 
ment, the player management server is operable to provide 
gaming services related to remote Wager-based game play 
on the gaming device including but not limited to a) Web-site 
hosting for a Web-site listing gaming services, b) accounting, 
c) money handling and d) player eligibility functions. In a 
particular embodiment, as a result of a physical separation 
betWeen components in the gaming system, a portion of the 
communications betWeen the game outcome server, the 
player management server and the gaming device may be 
over a Wide area netWork, such as the Internet. In another 
embodiment, the game outcome server may provide gaming 
services simultaneously to a plurality of ?rst gaming devices 
associated With a ?rst player management server and to a 
plurality of second gaming devices With a second player 
management server. 
[0015] To provide a Wager-based game displayed on the 
gaming device, the gaming device may access a Web-site 
listing gaming services hosted by the player management 
server. The Web-site may include one or more links to the 

game outcome server. FolloWing a selection of a link to the 
player management server, an authentication process may be 
initiated betWeen the game outcome server and the player 
management server. During the authentication process, the 
game outcome server and the player managment server may 
exchange information that alloWs i) the veri?cation of 
eligibility of the gaming device and ii) alloWs the veri?ca 
tion of the player management server to receive gaming 
services from the game outcome server and iii) uniquely 
identi?es a game play session initiated on the gaming 
device. 
[0016] Upon a successful authentication, player account 
information, such as balance information and player pref 
erences, may be sent from the player management server to 
the game outcome server. When the player has enough 
available balance and a game has been initiated on the 
gaming device including a Wager, the game outcome server 
may generate a game outcome that is displayed on the 
gaming device. The game outcome may be displayed as a 
game presentation, such as reels, spinning and stopping for 
a slot game. Also, an aWard associated With the game 
outcome may be displayed With game presentation. In 
addition, the game outcome and associated aWard may 
communicated in a manner that alloWs a balance associated 
With a player’s account maintained on the player manage 
ment server to be updated. 

[0017] In a particular embodiment, the game outcome 
server may receive a request for a game and a Wager amount 
for the game from a gaming device and may generate a 
tentative game outcome for the game. Then, the game 
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outcome server may communicate to the player management 
server the Wager amount and the effect of the tentative game 
outcome on the player’s balance. If the player’s balance is 
large enough to support the Wager amount for game, the 
player management server updates the player’s balance and 
responds to the game outcome server that the transaction is 
valid. The game outcome server then at least transmits the 
game outcome to the gaming device. When the player’s 
balance is not large enough to support the Wager, the player 
management server may send a message With information 
indicating the Wager is not valid to the game outcome server 
and may optionally send a message to the client. In response 
to receiving the message from the player management 
server, the game outcome server may disregard the tentative 
game outcome and may send a message for display on the 
gaming device indicating the Wager is not valid. 
[0018] In another embodiment, the game outcome server 
may receive a request for a game and a Wager amount for the 
game from a gaming device and may generate a tentative 
game outcome and in parallel contact the remote server to 
authoriZe the Wager. After the tentative game outcome and 
authorizing acknowledgement from the game outcome 
server arrives, the game outcome server may communicate 
information to the gaming device that alloWs the game 
outcome to be presented on the gaming device. The presen 
tation for the game outcome may include an update to the 
player’s balance. 
[0019] In another embodiment, the game outcome server 
may maintain a temporary balance for a player. The tem 
porary balance may result from a transfer of funds from an 
account maintained on a balance handling device, such as a 
player management server/system, a player tracking system 
or a casino gaming machine. As a result of gaming activities 
generated on the game outcome server, such as a play of one 
or more games, the game outcome server may be operable 
to increase or decrease the temporary balance depending on 
an aWard associated With each gaming activity. As long as 
funds remain in the temporary balance, the game outcome 
server may not have to contact the balance handling device 
from Which the funds Were transferred each time a gaming 
activity that may affect the temporary balance is initiated by 
the play via a client device. 

[0020] The game outcome server, in response to a) a 
request received from a client device, b) a request received 
from a balance handling device, such as a player manage 
ment server, a player tracking system or a casino gaming 
machine, c) an event initiated on the game outcome server, 
such as after a time period expiring, may be operable to 
transfer any remaining funds in the temporary balance back 
to the balance handling device. In addition, When the funds 
remaining a temporary balance are exhausted, the balance 
handling device, such as a player management server, a 
casino gaming machine or a player tracking system and/or 
the game outcome server may be operable to initiated a 
transfer of funds from the balance handling device to the 
game outcome server that alloWs the temporary balance 
maintained on the game outcome server to be supplemented. 
The additional funds may alloW for further gaming activities 
to be generated on the game outcome server and displayed 
on a client device in communication With the game outcome 
server. 

[0021] In addition to providing information to the client 
device, the game outcome server may also transmit a request 
to update a player’s balance to the player management 
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server. In response, the player management server may 
update the player’s balance and may send an acknoWledge 
ment that the player’s balance has been udpdated. After 
receiving the acknoWledgement, the game outcome server 
may store a record of the transaction on the game outcome 
server. Further, for any of the purposes of auditing and 
dispute resolution purposes billing, performance analysis, 
etc., a record of the game outcome may be stored on the 
game outcome server and/ or the player management server. 

[0022] Altemately, When the player management server 
responds that the player’s balance is insu?icient, the game 
outcome server may disregard the tentative game outcome 
and send a message for display on the game client device 
indicating that the player doesn’t have sufficient funds to 
proceed With the requested game. If available (i.e., When it 
has been received from the remote host), the game outcome 
server may provide information to the gaming device indi 
cating the player’s current balance. A record of the failed 
game may or may not be stored on the game outcome server 
and/or the player management server. 
[0023] Another aspect of the invention pertains to com 
puter program products including a machine-readable 
medium on Which is stored program instructions for imple 
menting any of the methods described above. Any of the 
methods of this invention may be represented as program 
instructions and/ or data structures, databases, etc. that can be 
provided on such computer readable media. 
[0024] Aspects of the invention may be implemented by 
networked gaming machines, game servers and other such 
devices. These and other features and bene?ts of aspects of 
the invention Will be described in more detail beloW With 
reference to the associated draWings. In addition, other 
methods, features and advantages of the invention Will be or 
Will become apparent to one With skill in the art upon 
examination of the folloWing ?gures and detailed descrip 
tion. It is intended that all such additional methods, features 
and advantages be included Within this description, be 
Within the scope of the invention, and be protected by the 
accompanying claims. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0025] The included draWings are for illustrative purposes 
and serve only to provide examples of possible structures 
and process steps for the disclosed inventive systems and 
methods for providing game services to remote clients. 
These draWings in no Way limit any changes in form and 
detail that may be made to the invention by one skilled in the 
art Without departing from the spirit and scope of the 
invention. 
[0026] FIG. 1 illustrates a block diagram of a gaming 
system of the present invention. 
[0027] FIG. 2 is a block diagram shoWing details of 
interactions betWeen a client, a player management server 
and a game outcome server and components of these gaming 
devices for one embodiment of the present invention. 
[0028] FIG. 3 is a block diagram shoWing details of 
interactions, including transaction based updating, betWeen 
a client, a player management server and a game outcome 
server for one embodiment of the present invention. 

[0029] FIGS. 4A-4B are interaction diagrams illustrating 
transactions betWeen a game outcome server, a player man 
agement server and a client for embodiments of the present 
invention. 
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[0030] FIG. 5 illustrates a perspective vieW of one 
embodiment of a gaming machine. 
[0031] FIG. 6 illustrates a block diagram of a gaming 
system of the present invention. 
[0032] FIG. 7 illustrates a network device that may be 
con?gured according to some aspects of the invention. 

DETAILED DESCRIPTION 

[0033] Exemplary applications of systems and methods 
according to the present invention are described in this 
section. These examples are being provided solely to add 
context and aid in the understanding of the invention. It Will 
thus be apparent to one skilled in the art that the present 
invention may be practiced Without some or all of these 
speci?c details. In other instances, Well knoWn process steps 
have not been described in detail in order to avoid unnec 
essarily obscuring the present invention. Other applications 
are possible, such that the folloWing example should not be 
taken as de?nitive or limiting either in scope or setting. 
[0034] In the folloWing detailed description, references are 
made to the accompanying draWings, Which form a part of 
the description and in Which are shoWn, by Way of illustra 
tion, speci?c embodiments of the present invention. 
Although these embodiments are described in suf?cient 
detail to enable one skilled in the art to practice the inven 
tion, it is understood that these examples are not limiting, 
such that other embodiments may be used and changes may 
be made Without departing from the spirit and scope of the 
invention. 
[0035] Although the present invention is directed prima 
rily to gaming machines and systems, it is Worth noting that 
some of the apparatuses, systems and methods disclosed 
herein might be adaptable for use in other types of devices, 
systems or environments, as applicable, such that their use 
is not restricted exclusively to gaming machines and con 
texts. Such other adaptations may become readily apparent 
upon revieW of the inventive apparatuses, systems and 
methods illustrated and discussed herein. 

[0036] FIG. 1 illustrates a block diagram of a gaming 
system 199 for one embodiment of the present invention. 
The gaming system 199 may provide Wager-based gaming 
services on a number of different clients. The gaming system 
199 may comprise a game outcome server 201, player 
management servers 200 and 202, netWork infrastructure, 
such as 206 and 208, and clients 210, 212, 214, 216, 218, 
220, 222, 224, 226 and 228. Further details of a server, such 
as servers 200, 201 or 202, that may be utiliZed With 
embodiments of the present invention are described With 
respect to FIG. 7. 

[0037] The clients in the gaming system 199 provide an 
interface that alloWs a user to participate in a game. The 
game may be a game of chance or a game of skill and may 
include Wagering on an outcome of the game. To provide the 
interface, the client may at least include a display device for 
vieWing the game and input mechanism for making choices 
related to the play of a game. For example, the input 
mechanism may alloW a player to select a Wager amount, 
initiate a game, select paylines, hold/draW cards, select a 
game, etc. Some examples of input mechanisms include but 
are not limited to a mouse, keyboard, buttons on a button 
panel and a touch screen. Further details of peripheral 
devices and functionality that may be provided With a client 
or a server are described With at least respect to FIGS. 2-7. 
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[0038] Many different types of clients may be used in the 
gaming system 200. Some examples of clients include but 
are not limited to personal computers, 210, 212 and 214, cell 
phones 222 and 224, a tablet computer 218, a PDA 220, 
casino-type gaming machines 226 and 228 and a television 
set-top box 216. During game play, the clients may be 
located in a monitored and relatively secure environment, 
such as a casino environment 230, or in an unmonitored 
environment, such as a user’s home. The casino environ 
ment 230 may include locations associated With a casino 
Where game play is alloWed. Nevertheless, the clients of the 
present invention may be used in other environments, such 
as stores, restaurants, bars, racetracks, sports books and 
other venues Where game play is alloWed. 

[0039] The netWork infrastructure, such as but not limited 
to 206 and 208, that alloW the clients and servers to 
communicate With one another may comprise various com 
binations of Wireless and Wired communication links. Also, 
various Wireless and Wired communication protocols may be 
employed over these links as is appropriate for the devices 
that are communicating and the type of communication link 
that is being utiliZed for the communication. The protocols 
that are utiliZed may be of a proprietary or non-proprietary 
nature. The netWork infrastructures 206 and 208 may utiliZe 
communication links provided by Wide-area netWorks, such 
as the Internet, a Wide area progressive jackpot netWork, a 
Wi-Fi netWork or a cell phone netWork and/or local area 
netWorks, such as a communication schema provided Within 
a casino. 

[0040] In one embodiment, the player management serv 
ers 200 and 202 may alloW a remote client to provide game 
play of games Where a monetary balance is adjusted based 
upon the outcome of the game. To enable the game play, the 
player management servers, 200 and 202, may be operable 
to provide an account With a balance of funds that a player 
may use to play games. As part of the account management, 
the player management servers may be operable to alloW 
funds to be deposited and transferred from the account. In a 
particular embodiment, the transfers of funds into and out of 
the account may be performed electronically. The electronic 
fund transfers may involve credit cards, debit cards, bank 
accounts, Wire transfers, etc. Other types of fund transfers, 
such as via paper check, may also be employed. The player 
management servers, 200 and 202, may manage accounts for 
thousands or tens of thousands of players and may be 
capable of providing game play for thousands of player’s 
simultaneously. 
[0041] When a player doesn’t have an existing account 
With the player management servers, such as 200 or 202, 
then the player management server may be operable to 
establish a neW account With the player. The registration 
process may include functions, such as but not limited to 
determining that a player is eligible to play by checking their 
location, age, ?nancial institution, credit, details about the 
device being used, etc. Once a player’s eligibility to play is 
veri?ed, an account for the player may be set-up. The 
account set-up may include but is not limited to player 
information, device information, ?nancial information and a 
veri?cation mechanism, such as a passWord, player biomet 
ric details, PIN number, hardWare details or combinations 
thereof. After funds have been established in the account, a 
game play session utiliZing the funds in the account may be 
initialiZed. In some embodiments, the player management 
servers, 200 and 202, may carry out a veri?cation process 
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each time a player tries to access their account. Details of a 
veri?cation process that may be used With the present 
invention are described in co-pending U.S. application Ser. 
No. 11/039,065, ?led on Jan. 18, 2005, by MatheWs, et al., 
and titled, “Con?gurable and Stand-alone Veri?cation Mod 
ule,” Which is incorporated by reference herein in its entirety 
and for all purposes. 
[0042] After a player accesses their account on one of the 
player management servers, such as 200 and 202, via a client 
device, game play may begin. In one embodiment, the player 
management servers, 200 and 202, may host a Web-site that 
provides a portal that alloWs the player e to access their 
account and to play games. During game play, the player 
management servers, 200 and 202, may maintain and update 
a player’s balance in their account as a result of their gaming 
activities. Gaming activities may include but are not limited 
to sports Wagering or Wagering on other types of events, 
playing games of chance, such as slot games, card games 
(e.g., poker and blackjack), roulette games, bingo games, 
lottery games, keno games, or dice games, and playing 
games of skill, such as solitaire. Further details of providing 
gaming services that may be used in the present invention 
are described in co-pending U.S. patent applications 
20040242322, titled “Flexible User Interface,” ?led Dec. 15, 
2003 by Montagna, et al., 20040152511, titled “Cross 
Enterprise Gaming Server,” ?led Sep. 23, 2003, by Nicely, 
et al., and 20050176500, titled, “Con?gurable and Stand 
Alone Veri?cation Module,” ?led Jan. 18, 2005, by 
MatheWs, et al., each of Which is incorporated herein by 
reference in its entirety and for all purposes. 
[0043] The player management servers, 200 and 202, may 
be operable to alloW a number of gaming activities to occur 
simultaneously that may affect a player’s balance tracked by 
the player management server. For instance, a player may be 
playing tWo or more games of chance simultaneously via an 
interface on a client device. In another example, a player 
may be making sports Wagers that decrease a player’s 
balance or receiving the results of sports Wagers that may 
increase a player’s balance While playing a game of chance 
or other type of game that may increase or decrease their 
balance depending on the outcome to the game via an 
interface on a client device. 

[0044] Traditionally, Internet casinos have used a central 
iZed, integrated softWare architecture to provide gaming 
activities, such as a casino softWare platform that may 
include a combination of player account management, 
player registration, player tracking, money handling, player 
veri?cation, client softWare management and game services 
(e. g., generating game outcome and associated presentations 
and storing a record of game play dispute resolution pur 
poses). Dilferent softWare providers provide different casino 
softWare platforms Where each softWare provider may use 
different softWare implementations to generate the functions 
described above. Associated With each casino softWare plat 
form is a unique set of games that are only compatible With 
casino softWare platform provided by the softWare provider 
of the casino softWare platform. 
[0045] As an example of utiliZing casino softWare plat 
forms, provided for illustrative purposes only, player man 
agement server 200 may be installed With a ?rst casino 
softWare platform from a ?rst casino softWare provider that 
provides a ?rst set of games and player management server 
202 may be installed With a second casino softWare platform 
from a second casino softWare provider that provides a 
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second set of games. In one embodiment, player manage 
ment server 200 may be a ?rst Internet Casino and player 
management server 202 may be a second Internet Casino. In 
operation, each of the player management servers, 200 and 
202, utiliZing the integrated casino softWare platforms may 
have unique customer database, unique player management 
functions/capabilities and a unique set of games associated 
With each integrated casino softWare platform. An advantage 
of an integrated casino softWare platform is that an operator 
may install one of the packages on a server and have an 
online casino up and running. 
[0046] As noted previous paragraph, each integrated 
casino softWare platform is associated With a unique set of 
games. The provider of the integrated casino softWare plat 
form may update the games that are available for their 
platform. HoWever, a game developed for a ?rst casino 
softWare platform by a ?rst softWare provider is generally 
not compatible With a second casino softWare platform. 
Thus, if an operator desires access to a popular game from 
a ?rst casino softWare platform provider and already is 
set-up With a casino softWare platform from a second casino 
softWare platform provider, then, to obtain access to the 
popular game, the operator is limited to either 1) setting up 
a neW server With the ?rst casino softWare platform that 
provides the popular game or 2) forgoing the popular game, 
and utiliZing only the games provided by the second casino 
platform softWare provider. In the case, Where the operator 
decides to set up the neW server With the ?rst casino softWare 
platform including the popular game, the operator has to 
Worry about maintaining tWo different casino softWare plat 
form packages, porting account information to the neW 
casino softWare platform and compatibility issues betWeen 
the tWo casino softWare platforms. 

[0047] One solution to the problem described in the pre 
vious paragraph, as identi?ed herein, is to provide method 
and apparatus for game services that are compatible With 
multiple casino softWare platforms. The method and appa 
ratus may include a game outcome server, such as 201, that 
provides game services that are compatible With different 
integrated casino softWare platforms. For example, in one 
embodiment of the present invention, player management 
server 200 may utiliZe, a ?rst casino softWare platform and 
player management server 202 may utiliZe, a second casino 
softWare platform. Again, a unique set of games may be 
native to each platform. Player management server 200 may 
provide a remotely accessible interface, such as a but not 
limited to Web-site, that provides ?rst content, such as text 
or images, related to the games native to the ?rst casino 
softWare platform and second content, such as text or 
images, related to the games provided by game outcome 
server 201. Similarly, player management server 202 may 
provide a remotely accessible interface, such as but not 
limited to a Web-site, that provides third content, such as text 
or images, related to the games native to the second casino 
softWare platform and fourth content, such as text or images, 
related to the games provided by game outcome server 201. 

[0048] In a particular embodiment, the ?rst content, sec 
ond content, third content and fourth content, may each 
include selectable links, such that When the player manage 
ment server 200 or 202 receives information from a client 

that one of the links is selected, a process for providing a 
play of a selected game corresponding to one of the links is 
initiated. The method of providing the play of the selected 
game may differ depending on Whether the selected game is 
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native to the casino software platform of player management 
server 200, the selected game is native to the casino softWare 
platform of player management 202 or the selected game is 
provided by game outcome server 201 as Will be described 
as folloWs in regards to various embodiments of the present 
invention. 

[0049] In particular embodiments, When player manage 
ment server 200 receives information indicating that a link 
that is associated With a game generated by the game 
outcome server is selected, then an interaction betWeen the 
player management server 200, the game outcome server 
and a ?rst client device may be initiated (The ?rst client 
device and the player management server 200 have already 
initiated a communication session at this point and a veri 
?cation process may have already occurred involving the 
?rst client device and the player management server 200). 
The selected link may be represented by the second content, 
described in the above paragraphs, generated on the 
remotely accessible interface provided by the player man 
agement server 200. Similarly, When the player management 
server 202 receives information indicating that a link that 
associated With a game generated by the game outcome 
server 201 is selected, then an interaction betWeen the player 
management server 202, the game outcome server 201 and 
a second client device may be initiated. The selected link 
may be represented by the fourth content, described in the 
above paragraphs, generated on the remotely accessible 
interface provided by the player management server 202. 
The game outcome server 201 may be operable to interact 
With player management server 200, player management 
server 202 and a number of client devices simultaneously, 
such as but not limited to the ?rst client device and the 
second client device. Details of these interactions are 
described as folloWs. 

[0050] In particular embodiments, the links to games 
generated by the game outcome server 201 on player man 
agement server 200 and the links to games provided by game 
outcome server 201 on player management server 202 may 
be links to the same or different games as determined via 
agreements betWeen the operator of the player management 
server 200 and the operator of the game outcome server 201 
and agreements betWeen the operator of the player manage 
ment server 202 and the game outcome server 201. 

[0051] A game generated by the game outcome server 201 
may be customized in some manner for a particular player 
management server, such as 200 or 202. Thus, the player 
management servers, 200 and 202, may each provide a link 
to a similar game on the game outcome server 201 that 
dilfers by the customization generated for each player man 
agement server 200 and 202. In a particular embodiment, the 
customization may be as simple as incorporating a name or 
a logo associated With each of the player management 
servers, 200 and 202, to di?ferentiate game. In general, When 
a communication session is initiated betWeen a player man 
agement server, such as 200 and 202, the game outcome 
server 201 may be operable to receive information, such as 
but not limited to text or a logo, from the player management 
server that alloWs the game outcome server to customize 
games provided to clients of the player management server. 
The customization information may be incorporated into the 
game outcome presentation associated With a particular 
game. 
[0052] The games identi?ed by the links may be varied in 
time and/or customized according to the player. In one 
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embodiment, the player management servers, 200 and 202, 
may be operable to vary the links according to some de?ned 
criterion or criteria, such as according to a time of day, in 
response to a player’s game playing history or in response to 
some other information knoWn about the player. In another 
embodiment, the player management servers, such as 200 
and 202, may be operable to alloW the game outcome server 
201 to control or affect content presented on a portion of the 
remote interface for a client that the player management 
servers, 200 and 202, each generate that includes the links to 
the games on the game outcome server 201. Thus, the game 
outcome server 201 may include logic that alloWs the links 
to games provided on the remote interfaces of the player 
management servers, 200 and 202 to be modi?ed by the 
game outcome server 201. 

[0053] When the game outcome server 201 is alloWed to 
affect the content related to the game links to itself on a 
player management server, 200 and 202, the method and 
criteria the game outcome server 201 uses to select the game 
links to present on the player management server, such as 
200 and 202, may depend on hoW much information the 
player management server shares With the game outcome 
server 201. In some embodiments, the player management 
server, such as 200 and 202, may share information about 
the player and the game outcome server 201 may utilize the 
shared player information to select game links. The shared 
player information may be general enough so that the player 
remains anonymous, such as a player’s age, sex, birthday, 
city Where they live, playing preferences, such as games 
they have played before, etc. In other embodiments, the 
player management servers may not share any player infor 
mation With the game outcome server and the game outcome 
server may be operable to select game links and affect the 
content presented on the remote interface Without using 
player information. For instance, the game outcome server 
may use calendar information, such as time of day, time of 
year, season, holiday information, etc., to select game links 
to present on the interface provided by the player manage 
ment server, such as 200 or 202. 

[0054] In a particular embodiment, the player manage 
ment servers, 200 and 202, don’t have to provide any native 
or locally generated games associated With a casino softWare 
platform. The player management servers may only perform 
player management functions, such as account management 
or player veri?cation. The game services may be provided 
via links to one or more games provided by one or more 

game outcome servers, such as game outcome server 201. 
Further, in one embodiment, the game outcome server 201 
may only provide games and not any player management 
functions. In another embodiment, the game outcome server 
201 may provide player management functions and game 
services for a ?rst group of game players and only game 
services for a second group of game players Where the player 
management functions are provided by another device, such 
as the player management servers, 200 and 202. In yet 
another embodiment, the game outcome server 201 may 
provide a portion of the player management functions, such 
as player veri?cation, and game services While the rest of the 
player management functions are handled by another device, 
such as the player management servers, 200 and 202. 

[0055] In one embodiment, the game outcome server 201 
may be operable to provide games Where a player’s balance 
is maintained on a device remote from the game outcome 
server 201. The player’s balance may be used in association 
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With the games generated on the game outcome server 201, 
such as to make Wagers on an outcome of a game. Thus, 

methods and apparatus may be utilized that alloWs the 
remote device and the game outcome to con?rm that the 
player has an adequate balance to perform a desired action 
via the game outcome server, such as make a Wager. In 
addition, information generated on the game outcome server 
201 may affect the player’s balance maintained on the 
remote device. Thus, method and apparatus may be utiliZed 
that alloW the balance on the remote device to be updated in 
response to event generated on the game outcome server 

201, such as an aWard amount corresponding to a game 
outcome generated on the game outcome server 201. 

[0056] In some instances, games played on the game 
outcome server may not affect a player’s balance and a 

balance on a remote device may not have to be updated. For 
example, the game outcome server may provide the play of 
games for free With simulated Wagers. In Which case, the 
game outcome server may provide the play of a game but the 
player’s balance is not affected. 

[0057] When the game outcome server doesn’t maintain a 
player’s balance, the remote device that maintains a player’s 
balance may be a player management server, such as 200 
and 202, or a slot machine, such as 226 and 228. In general, 
any device or system that is operable to maintain a player’s 
balance, may be utiliZed With a game outcome server in this 
embodiment. Further, details of method and apparatus that 
may be utiliZed With this embodiment are described With 
respect to FIGS. 2-7. 

[0058] Returning to FIG. 1, on the client interface, Which 
may vary from device to device, in one embodiment, in at 
least a ?rst portion of a display associated With the client 
interface, one or more game links that lead to game outcome 
server 201 may be provided When the client device is in 
communication With one of the player management servers, 
200 and 202. After one of the player management servers, 
200 and 202, receives information indicating one of the 
game links has been selected that corresponds to a game 
provided the game outcome server 201, the player manage 
ment server may send information to the game outcome 
server 201 that alloWs the game outcome server 201 to 
establish a communication link With the client device. When 
the selected game link is for a game that is provided natively 
on the player management server, such as 200 or 202, then 
there is no need to establish a communication link betWeen 
the game outcome server 201 and the client device. 

[0059] In various embodiments, the information sent form 
the player management 200 server to the game outcome 
server that alloWs the game outcome server 201 to establish 
a communication link With the client device may include but 
is not limited to one or more of the folloWing: a game 

identi?er, an identi?er associated With the message sender, 
a unique player identi?er such as a number or a name, the 
player’s stated country of residence, other player registration 
information such as language, player balance, player cur 
rency, and other information concerning the player’s 
account used in customizing the game provided by the game 
outcome server 201 or combinations thereof. The player 
management server 200 may also send security credentials 
to the game outcome server 201 to authenticate that request 
as being from an authoriZed system. The game outcome 
server 201 may store information regarding authoriZed sys 
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tems from Which it may receive a player referral and balance 
information, such that its security credentials may be veri 
?ed. 
[0060] After the communication link With the client device 
is established, the game outcome server 201 may provide 
information to the client device that alters the client interface 
in some manner. For example, in one embodiment, a Win 
doW may pop-up, on the client interface that provides a 
portal to the game outcome server 201. Next, the game 
outcome server 201 may be operable to provide a gaming 
application to a client, via a doWnload if necessary, that 
alloWs a Wager-based game to be played on the client. In 
some instances, a doWnload may not be necessary because 
the gaming application may already reside on the client. As 
part of the communication betWeen the client and the game 
outcome server 201, the game outcome server may request 
information from the client to determine Whether the gaming 
application is already resident on the client. 
[0061] In particular embodiments, the gaming application 
may be con?gured to alloW the client to establish a gaming 
session Where a game is played on the client. During the 
gaming session, the gaming application may send informa 
tion regarding inputs made on the client and in response 
receive commands, instructions, data or combinations 
thereof, from the game outcome server 201 that alloW the 
game outcome server to affect a presentation of the game on 
the client. The presentation may correspond to the game 
outcome generated on the game outcome server 201 in 
response to a Wager, such as the game outcome to a slot 
game (?nal position of slot reels) and any aWards associated 
With the game outcome. In one embodiment, the game 
outcome server 201 may not maintain a player’s balance 
information. Thus, prior to presenting the game outcome on 
the client, the game outcome server 201 may need approval 
from a device that may maintain a player’s balance, such 
from a player management server, such as 200 and 202 or 
from a slot machine or other money-handling capable 
device, that the player’s Wager is valid, i.e., the player has 
suf?cient funds for the requested gaming activity provided 
by the game outcome server 201. 

[0062] In another embodiment, as is described in more 
detail With respect to FIGS. 4B, a client via the game 
outcome server 201 may be operable to request a transfer of 
funds from a player management server 200 to the game 
outcome server 201 or a client via the player management 
server 200 may be operable to a request a transfer of funds 
from the player management server 200 to the game out 
come server 201. After the funds are transferred to the game 
outcome server 201, via the client, a player may play a series 
of games on the game outcome server 201 With the trans 
ferred funds. Using the transferred funds, the game outcome 
server 201 may not need to get approval from the player 
management server 200 each time a game is played as long 
as a current balance of the transferred funds is suf?cient to 
cover a player’s requested gaming activity. 
[0063] In the embodiment described above, the game 
outcome server 201 may maintain a temporary balance of 
the transferred funds. As a result of gaming activities gen 
erated on the game outcome server 201, a balance of the 
transferred funds may be increased or decreased depending 
on an aWard associated With each gaming activity. The game 
outcome server 201, in response to a) a request received 
from the client device, b) a request received from the player 
management server or c) an event initiated on the game 
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outcome server, such as after a time period expiring, may be 
operable to transfer any remaining funds in the temporary 
balance back to the player management server 201. In 
addition, When the funds remaining a temporary balance are 
exhausted, the player management server 200 and/or the 
game outcome server 201 may be operable to initiated a 
transfer of funds from the player management server 200 to 
the game outcome server 201 that alloWs the temporary 
balance maintained on the game outcome server to be 
supplemented to alloW for additional gaming activities pro 
vided by the game outcome server 201. 

[0064] The gaming application may be based-upon pro 
pr‘ietary custom softWare, may be based on a non-proprietary 
softWare environment, such as an Adobe Flash,TM of com 
binations thereof. For instance, in one embodiment, the 
game outcome server 201 may be operable to doWnload a 
Flash-based gaming application comprising a plurality of 
Flash-based movies that alloWs a Wager-based game to be 
played on any of the types of clients in FIG. 1. The client 
may include a media player that is compatible With the Flash 
based movies. In particular embodiments, the contents of the 
Flash-based gaming application may be tailored by the game 
outcome server 201 according to the hardWare capabilities 
of the client device receiving the application. Thus, a home 
computer, such as 210, may receive a different application 
then a cell phone, such as 222. 

[0065] In another embodiment, the game outcome server 
201 may be operable to stream a game outcome presentation 
to any of the types of clients in FIG. 1. In video streaming, 
the video frames of a game outcome presentation may be 
generated on the game outcome server 201 and then trans 
mitted for display on the client. The game outcome server 
201 may be operable to adjust the frames, such as siZe, 
resolution, frame rate, etc., to account for the display capa 
bilities of the client receiving the video frames. 
[0066] The multimedia player and associated ?les, such as 
the Flash PlayerTM may be a component of a “Rich Internet 
Application,” (RIA). Rich Internet applications (RIA) are 
typically interface applications provided by a host to a client 
With doWnloadable components that have the features and 
the functionality of locally installed and executed programs. 
RIAs typically transfer the processing necessary for the 
interface generated by the application to the client but keep 
the bulk of the data (i.e., maintaining the state of the 
program, the data etc) back on the host. RIA’s are not 
limited to Web-based applications applied over the Internet 
and may be utiliZed in other netWork architectures. In an 
RIA involving a host device and a client device (e.g., the 
game outcome server 201 may be considered a “host” and 
gaming devices, 210, 212, 214 and 224 may be considered 
a “clients” in particular embodiments), an application for 
generating an interface executed on the client may be 
operable to perform functions independently of the host, 
such as computations, send and retrieve data in the back 
ground, store data locally, redraW sections of the screen, 
and/or use audio and video in an integrated manner, etc. 

[0067] In particular embodiments, the game outcome 
server 201 may doWnload a gaming application to the 
casino-type gaming machine 228 Where the gaming appli 
cation is executed on the gaming machine. In another 
example, the game outcome server may be operable to 
stream video for a game of chance to the personal computer 
212 Where the video is displayed on client 212. In yet 
another example, the client 220 may be a portable Wireless 
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game device that is operable to receive gaming services 
from the game outcome server 201. In a casino environment 
230, the portable Wireless gaming device may be utiliZed in 
certain restricted areas associated With a casino, such as 
around a pool. 
[0068] In general, the clients may be operable to execute 
gaming applications, such as Flash-based games, games 
con?gured for other compatible media player or customiZed 
gaming application softWare, and/or receive video streams 
that are displayed on the client. Further, the clients may be 
operable to provide game play of multiple games at the same 
time. For instance, a client may be operable to communicate 
With multiple game outcome servers at the same time and 
provide game play for different games available on each of 
the game outcome servers at the same time. 

[0069] In another embodiment, the client may be operable 
to provide a game play of multiple games at the same time 
via a single game outcome sever 201. For instance, the client 
may be simultaneously connected to the game outcome 
sever 201 via tWo separate gaming sessions on each of 
player management servers, 200 and 202. As another 
example, in a single gaming session, such as initiated 
through one of the player management servers, the game 
outcome server 201, may alloW the client to open up 
multiple WindoWs Where the same game or different games 
may be played in each WindoW. 
[0070] As previously noted, the game outcome server 201 
may connect to and provide gaming services to multiple 
clients simultaneously. The clients may be associated With 
different player management servers, such as 200 and 202. 
For instance, the game outcome server 201 may be in 
communication With clients 214, 224 and 220 simulta 
neously alloWing a slot game to be played on client 214, a 
card game to be played on client 224 and a bingo or keno 
game to be played on client 220. As noted above, each of 
these clients, 214, 224 and 220, may be operated in different 
locations by different users, Wherein the devices may be 
connected to the player management servers, such as 200 
and 202, and game outcome server, 201, using different 
netWork communications paths. 
[0071] In some embodiments, the client may include 
native capabilities that alloW a game outcome for a gaming 
application doWnloaded from the server 201 to be generated 
on the client. For instance, one of the stand-alone casino 
type gaming machines 226 and 228 may receive a doWnload 
of a gaming application from game outcome server 201, 
such as a Flash-based application, that generates a card game 
on the client and execute the gaming application. To display 
a game outcome and aWard for a play of the card game, the 
gaming application may utiliZe random number generation 
capabilities and money handling capabilities native on the 
clients 226 and 228 to generate and to display an outcome 
to the card game on the client. Further, in this embodiment, 
the balance is maintained on the gaming machine only for 
the player currently playing the gaming machine. Thus, 
some of the player management functions generally pro 
vided by a player management server may not be needed. 
[0072] Details of interactions betWeen a gaming machine 
and a game outcome servers that may be utiliZed in the 
present invention are described in co-pending U.S. applica 
tion Ser. No. , ?led on Nov. 10, 2006 (Attorney 
docket. No. IGTlP337/P-ll2lA), naming Little, et al. as 
inventors, and titled, “REMOTE CONTENT MANAGE 
MENT AND RESOURCE SHARING ON A GAMING 
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MACHINE AND METHOD OF IMPLEMENTING 
SAME,” and US. application Ser. No. , ?led on Nov. 
10, 2006, (Attorney docket. No. IGTlP334/P-ll2lB), nam 
ing LeMay, et al. as inventors, and titled, “METHOD AND 
APPARATUS FOR INTEGRATING REMOTELY 
HOSTED AND LOCALLY RENDERED CONTENT ONA 
GAMING DEVICE,” each of Which is incorporated herein 
by reference and for all purposes 
[0073] During game play on the client, the game outcome 
server 201 may be con?gured to maintain a current state of 
the game during game play. Thus, When the game is being 
played on a client and a connection is lost betWeen the server 
201 and the client during game play, the client and/or the 
game outcome server 201 may be operable reestablish a link 
With the game outcome server 201 and under control of the 
server, the client may be restored to state in the game prior 
to When the connection Was lost. For example, during a card 
game played on the client, if a connection Was lost While the 
cards Where being dealt or after the cards had been dealt but 
prior to the player selecting cards to hold, then the game 
outcome server 201, after reestablishing communications 
With the client, may provide information to the client that 
alloWs the same cards to be dealt again and displayed or just 
displayed again. The game outcome server 201 may also 
direct the client to display the balance and Wager informa 
tion that Was displayed on the client prior to the connection 
being lost. 
[0074] In one embodiment, the game outcome server 201, 
may have generated a tentative game outcome for the client, 
received an approval message from the player management 
server, such as 200 and 202, that the player management 
server, 200 or 202, that the gaming transaction is approved 
and then lose a connection With the client prior to the display 
of the game outcome. Then, the game outcome server 201 
may try to reestablish communications With the client device 
for a speci?ed time period. When the time period expires, 
the game outcome server 201 may or may not save infor 
mation that alloWs the approved game outcome to be dis 
played on the client. In another embodiment, the approved 
game outcome may be stored on the player management 
server, such as 200 and 202, and When the player is able to 
establish communications With the player management 
server via the client that Was utiliZed When the connection 
Was lost or via another client, then the player may be able to 
vieW on the client limited information about the last game 
outcome recorded, such as hoW their balance Was affected by 
the last game outcome. 

[0075] In some embodiments, the client may have state 
maintenance capabilities separate from the server 201. For 
example, the client may store a record of game information 
received from the server 201 or non-critical not related to the 
game outcome. When the client is restored to a previous 
state after communications are reestablished betWeen the 
server and the client, the information on the client may be 
used by server 201 and/or client to verify that the correct 
game is being restored and the client is in the proper state. 
For example, state information stored on secure client, such 
as casino-type gaming machine 226 and 228, may be com 
pared With state information stored on the server 201 When 
a state of a game is restored on the client. 

[0076] In one embodiment, the game outcome server 201 
may generate game play on the client While an active 
communication session is maintained betWeen the client and 
the game outcome server 201. Thus, messages may be 
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exchanged regularly betWeen the game outcome server 201 
and the client that alloWs the game outcome server 201 to 
determine that the communication session is active. In some 
embodiments, When the communication session becomes 
inactive betWeen the game outcome server 201 and client, an 
initialization process, such as a login and veri?cation pro 
cess, betWeen the client and game outcome server 201 may 
have to be repeated to alloW game play to continue on the 
client. 

[0077] In another embodiment, after the player initiates a 
game session on a client and after they go through a 
successful veri?cation process, then a gaming session initi 
ated on the client may be valid for a time period. During the 
time period for Which the veri?cation is valid, a number of 
gaming sessions may be initiated and terminated from the 
client Without a repeat of the veri?cation process. In yet 
another embodiment, the successful veri?cation may be 
valid for a number of gaming sessions on the client in a time 
period or just a number of gaming sessions before the 
veri?cation is required to be repeated. 
[0078] In other embodiments, the game outcome server 
201 may provide gaming services that alloW game play to 
continue on the client Without an active communication 
session. For instance, for a client With random number 
generation and money handling capabilities, such as a slot 
machine, the game outcome server 201 may provide a 
gaming application to the client and then end communica 
tions With the client. The client may then be operable to 
generate game outcomes and provide input to the gaming 
application in a stand-alone manner. 

[0079] In yet another embodiment, the game outcome 
server 201 may provide a gaming application and game 
outcomes for a plurality of games to a client. For instance, 
via the client, a request for 10 plays of a game With a Wager 
amount for each game may be made to the game outcome 
server 201. The game outcome server 201 may generate the 
game outcomes for all ten games and determine a ?nal 
adjustment to the player’s account as a result of the ten 
games Where each of the games may have provide a positive 
or a negative adjustment to the player’s balance. An 
approval for the play of the ten games may be sent from the 
game outcome server 201 to one of the player management 
servers, such as 200 or 202. When the play of the batch of 
games is approved, the game outcome server may send 
information to the client that alloWs the games to be vieWed 
in sequence or in an order determined via inputs made at the 
client. The gaming application and the game outcomes may 
alloW the plurality of games to be played on the client at a 
pace determined by a user of the client Without additional 
communications from the game outcome server 201. When 
the plurality of game outcomes are exhausted, the client may 
contact the game outcome server 201 and request additional 
game outcomes to continue game play. This capability may 
be valuable to a player that is paying for their connection 
time, such as a connection via a cell phone, because it may 
minimize the amount of connection time that is utiliZed on 
the client. 

[0080] After a game outcome for a Wager-based game is 
generated on the game outcome server 201, the game 
outcome, aWard information, player information, client 
information, Wager information, time information, session 
information and other game related information may be 
stored on the game outcome server 201 as a game history 

record. In one embodiment, the game history record may be 
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stored in a database in a manner that allows a player to later 
locate and vieW a record of their past game play. For a 
player, past game play may span game play on different 
clients. In another embodiment, a game operator may only 
have access to search game history records. At the request of 
a player, the game operator may retrieve the requested game 
history records and provide them to the player. 
[0081] In a manner similar to the state information, game 
history records may be mirrored on the client. The game 
history records stored on the client may include a subset or 
a superset of information as compared to the game history 
records stored on the server 201. For example, clients, such 
as gaming machines 226 and 228, Which are described With 
more detail With respect to FIGS. 5 and 6, typically store 
game history records of games played. Again, the duplicate 
records may be used for auditing and veri?cation purposes. 
[0082] To play a Wager-based game on a client, jurisdic 
tional rules, such as age limits, locations Where games can 
be played, types of games that can be played and Wagering 
rules that are established by a gaming jurisdiction may need 
to be enforced. In a “brick and mortar” gaming establish 
ment, such as casino environment 230, the operator of the 
gaming devices (i.e., clients) and the manufacturers of 
gaming devices are typically responsible for enforcement of 
jurisdictional rules in the gaming jurisdiction Where the 
gaming establishment is located and hence the location 
Where the clients are utiliZed. In an Internet casino environ 
ment, the enforcement of jurisdictional rules is left up to the 
provider of the gaming services. These jurisdictional rules 
may depend on Where a remote server, such as 200, 201 and 
202, is located as Well as a location Where the client is 
physically located. 
[0083] Further, to alloW for Wagering, a method for receiv 
ing cash from a player and dispensing cash to a player needs 
to be established. In a casino environment 230, the casino 
type gaming machines, 226 and 228, are con?gured With 
money handling capabilities and cash or indicia of credits 
may be input and dispensed from the gaming machines. 
Thus, a player may use the gaming machines anonymously 
Without having to establish an account With the casino. 
Although, for players With an account recogniZed by the 
casino, it may be possible to electronically transfer funds 
directly to the client, such as 226 and 228. For clients 
Without money handling capabilities or for devices located 
in an environment that is deemed non-secure, an account 
may be established for a user that alloWs the user to maintain 
funds for Wagering. As Wager-based game is played, Wins 
and losses from the Wager-based game may be re?ected in 
the account balance. 

[0084] FIG. 2 is a block diagram shoWing details of 
interactions betWeen the client 212, the server player man 
agement server 200 and the game outcome server 201 and 
functional components of servers 200 and 201 for one 
embodiment of the present invention. The client 212 may 
connect to the player management server 200 and game 
outcome server 201 using a secure socket layer protocol. 
The server 200 and server 201 may store various commu 
nication protocols needed to communicate With various 
clients over various netWork infrastructures. 

[0085] As noted above, the player management server 200 
may be the system hosted by the operator that handles 
registration 250, veri?cation 251 and banking functionality 
252 for the player using client. It may also provide other 
functionality such as promotions, loyalty programs 256 and 
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the like. The player management server 200 may execute an 
integrated casino softWare platform to provide its function 
ality. In addition, the player management server 200 may 
provide Web-hosting 254, game history 257 including links 
to game history stored on 201 and account management 
including player gaming preferences. Information generated 
on the player management server 200 may be stored and 
organiZed in database 259. 
[0086] The player management server 200 may include 
utilities 258 that alloW an operator to select gaming content 
available on the game outcome server 201 for display on the 
Web-site hosted by 200. The utility 258 may display a list of 
gaming services available from server 201, such as various 
slot games, card games, dice games, keno games, bingo 
games, progressive games, individual and group bonus 
games, tournament games and the like, that an operator may 
select and potentially a revenue share associated With each 
gaming service or some other costing model. After selection 
of a gaming service by an operator, the selected gaming 
service may be made active on the operator’s Web-site. In 
the general, the gaming service may be any softWare func 
tion available on game outcome server 201 that can be 
provided to client 212 When the client selects a link to the 
softWare function on the operator’s Web-site. 

[0087] In addition to displaying game lists, the utility 258 
may alloW an operator to vieW paytable information (odds of 
a particular game outcome occurring), payout information 
(aWard associated With game outcome) and a payback 
percentage for the game. In a particular embodiment, for a 
particular game they Wish to utiliZe, the utility 258 may 
alloW an operator to adjust or to select a particular paytable 
to use With a particular game that they Wish to utiliZe, adjust 
a payout or aWard associated With the game or con?gure 
other game options including disabling or enabling a feature 
of the game, such as scatter pays, a number of available 
paylines or the denomination of the game. As an example, 
utility 258 may alloW an operator to adjust the pay-table, 
such that a certain game outcome occurs more or less often. 

The utility 258 may also alloW the operator to see the affect 
of their changes on pay-back percentage, such as if the 
operator, increases the likely-hood of game outcome but 
decreases the aWard for that outcome. 

[0088] Session authentication may be a part of a module 
253 that may be generated on player management server 200 
to alloW server 201 to authenticate a player session. A player 
session may be initiated When the client 212 logs onto the 
Web-site and is veri?ed by server 200. The Session keep 
alive may be part of the module 253 that may be provided 
on server 200 that alloWs server 201 to keep a gaming 
session alive during game play provided by server 201. In 
one embodiment, the player management server may alloW 
the game outcome server access to a portion 260 of its 
database 259 While shielding other data. The game outcome 
server vieW 260 may be a subcomponent of the native 
database 259 that player management server 200 utiliZes to 
provide gaming services on client 212. The player manage 
ment server vieW 260 may provide ready access to a current 
player balance as Well as the capability to record a game 
transaction, Which updates the player balance stored on 
server 200. It may also be used for session authentication if 
enabled by the operator. 
[0089] In another embodiment, the player management 
server may not alloW outside access to the native database 
259. In this embodiment, the game outcome server 201 and 
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player management server 200 may utilize a transactional 
approach that allows the player balance maintained on the 
player server 201 to be properly updated by the game 
outcome server. Details of transactional of embodiments of 
transactional approaches are described in more detail With 
respect to at least FIGS. 3, 4A-4B. 

[0090] The game outcome server 201 may provide gaming 
content to remote clients, such as 212, via a netWork 
infrastructure, such as 206. It may be designed to integrate 
With an operator’s native system, Which may be an inte 
grated casino softWare platform hosted on a device, such as 
player management server 200. To provide game content to 
various clients, the game outcome server 201 may include a 
game engine 263. The game engine 263 may be used to 
manage game play provided on the remote client, such as 
212, and to provide game related integration that may be 
needed betWeen the server 200 and server 201. 

[0091] The game outcome server 201 may include a 
remote device interface manager 267 that manages all 
non-game related integration betWeen the other gaming 
platforms, such as the player management server 200 or 
other gaming platforms providing player management func 
tions such as a casino type gaming machine. The session 
management component 265 of the remote device interface 
manager 267 may keep track of session information that 
uniquely identi?es a game play session that Was initiated on 
server 200 via a selection of a link to a game generated on 
the game outcome server. The session information may 
include but is not limited to a time that the session began, a 
time the session ended, a session identi?cation number, a 
time each game played during the session began, a time each 
game played during the session ended and a session expi 
ration time. The session identi?cation information may also 
include information that identi?es player management 
server 200, client 212 and a player playing the game. 
Although, in particular embodiments, the player may remain 
anonymous and the game outcome server 201 may not store 
any player identi?cation information. The remote device 
interface manager 267 may store information it has obtained 
in database 266. 

[0092] The RNG 261 may provide random number gen 
eration 261. The random numbers provided by RNG 261 
may used to determine a game outcome for a game played 
on client 212. When the game outcome server provides a 
game of skill, the game outcome server 201 may use the 
RNG to add randomness to the game of skill. The game 
administrator 264 may alloW an operator to remotely con 
?gure their access to game services provided by the game 
outcome server. Further, an operator of the game outcome 
server may use the game administrator 264 to con?gure 
gaming services that are available to different gaming plat 
form operators. For example, certain premium gaming ser 
vices available on a remote gaming platform, such as the 
player management server 200, may not be available to 
every operator of a gaming platform. In another example, 
the game administrator may be used limit or block access to 
the game outcome server 201 When a particular operator has 
not kept their account current With operator of the game 
outcome server 201. In yet another example, the game 
administrator 264 may alloW a remote operator to vieW 
different revenue share models offered on the game outcome 
server 201. Depending on What revenue share model is 
selected, different game access privileges on the game 
outcome server may be granted. 
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[0093] The game outcome server 201 may include game 
history logic 262 that alloWs information relating to games 
provided by the game outcome server 201 to be stored and 
accessed. The game history information may be stored as 
records in database 266. In some embodiments, the game 
history records may be remotely accessed via the player’s 
account that is maintained on the player management server 
200. Via the player management server 200, a player may be 
provided With a list of their gaming activities, such as an 
amount Wagered and an outcome to the Wager. When the 
player Wishes to vieW details of a gaming activity that Was 
generated on game outcome server 201, a link to a record 
stored on the game outcome server 201 may be displayed via 
the interface generated by the player management server on 
the client device, such as 212. A selection of the link may 
initiate a connection betWeen the game outcome server 201 
and the client device that alloWs the player to vieW the 
desired information stored on server 201. 

[0094] In one embodiment, the game history logic 257 on 
player management server may store, as each game is 
played, information regarding What device provided the 
game content, such as game outcome server 201, and a link 
that alloWs a corresponding record stored on the game 
outcome server 201. For each game or other game service 
provided by the game outcome server 201 via the player 
management server 200, the game history logic 262 may 
store the record that is accessed by the link stored on the 
player management server. The record may be stored in 
database 266. 

[0095] When the player management server 200 receives 
a request from a client device, the game history logic 257 
may generate a list of the player’s gaming activities, Which 
may or may not include a link, to the game outcome server 
201. When a link to the game outcome server 201 is present 
in the list of the player’s gaming activities and the player 
management server 200 receives information indicating a 
selection of the link, then the player management server 200 
may contact the game outcome server 201 and then, game 
outcome server may establish a connection With the client 
device in a manner similar to When a link to a game on the 

game outcome server is selected, i.e., a portal, such as a 
WindoW, may be opened up on the client device for receiving 
information from the game outcome server. The game 
history logic 262 may retrieve the requested information and 
display it on the portal on the client device as game details. 

[0096] Next an example of an interaction betWeen client 
212, player management server 200 and game outcome 
server 201 is described that alloWs a gaming service to be 
provided on client 212. Via client 212, a player may register 
on player management server 200 and establish an account. 
In one embodiment, the player management server 200 may 
perform all veri?cations necessary before alloWing the reg 
istration to succeed and the account for the player to be 
established. In another embodiment, the game outcome 
server 201 may provide veri?cation functions (not shoWn) to 
the player management server 200. Next, the player may use 
the banking functionality 252 to deposit money into their 
account. 

[0097] Later, via client 212, the player may launch a 
Web-broWser, go to a Web-site provided by the player 
management server 200 and log into the site. After a 
successful login, the player management server 200 may 
create a session for the client 212. After a session is started, 
the player management server 200 may send information to 








































